This study examined the inuences of online gaming on sociability and aggression in real life. It was hypothesized that the e唖 ects of online gaming would di唖 er depending on the interaction style of the onlinegamers. Online-gamers in Japan n ＝ 1 477 were asked to respond to questionnaires that measured interaction style during online gaming, the e唖 ects of sociability and aggression, as well as social and individual orientation in real life. Factor analysis of the scores for interaction style extracted ve factors. Covariance structure analysis indicated that sociable interactions such as "Broadening relations" and "Feeling of belonging" promoted sociability in real life. In addition, "Release from daily hassles" promoted sociability and decreased aggression. In contrast, non-sociable and aggressive interactions decreased sociability and increased aggression. The results also suggested that a social orientation in real life promoted sociable interactions during game playing, while an individual orientation promoted non-sociable and aggressive interactions. These results supported the hypotheses and suggested that online gaming resulted in positive outcomes for those who are socially, but negative outcomes for those who are not.
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